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1.0 INTRODUCTION 

IMPERIUM GALACTUfcP : san operationalleuel 
spare game g: exploration 2 h o consuast lg £ 
ste' clus rer. Von cantm! youjertipunes econcmy. 
the deEigr. and tonstructioi cf -ArarsTi ias. and 
negotiations. with other races, boih cla.yer and 
r.on-player. The '.vrnnesr is The player who has 
acojmulatBd ine cieatest total pcpulaton wneo 
ycj; decide to quir. 

Each gsm? turn is five years in jenuth. A 
Lama turn ccnsists of t ) Commerce and Ccm- 
msrccRaiding.^) ßep-eciatichartd Production. 
3) Necoti'itirn. di Two rounds of Movement 
anc Combat 

1.1 TALKING TO THE COMPUTER 

To entere reapcnsa to ihe compurer trat cauid 
or.y cctrsisl of cr=e character (such as a. menu 
rornrnand nr yes/no question). type the char- 
acter without pressi n g RETURN. To enter a 
response thai could Consist of more than on? 
cheractcr (^Lt: n as a task force n umber or 
number of iicms tc be giudLCed).. type Ehe 
enlry wo a carriage returr <CR>. 

1.2 SAVINGTHE GAME 

At rie er.d of each rombat ohase, the Computer 
pmv ides you wi th the cpporcumty of Swing: ne 
gerne, - r.c- ::sk must d? n r a- 7fld fcr SS ose 
dufing [ns game hy foläowing instructons 
included in :r.e name pncgrarr. (Atari uwrters 
may jse äny Atari forma t ted disk>. Once agame 
nar brau saved. ycu can resum? t at thc- pcint 
you len; off. 

More also that ro end the gerne, you go to 
thesav&garn? routine. ay typin c 'E' yoj ?nd the 
care.e. tfie Computer’ ard; ub the victcry poiflts 
and retuns ycu to the gerne with-all p.ayensse: 
to human so you tan eee t+ienru 

1.3 THE MAP 

The map is 3 20 x do square and contahirg 
fifty star Systems of vwious typest The map 
Shows any tnendly tasfc forres at a Star System 
ei 1 any enemy ta.sk forcE? ir. ater Systems 
ccntainmg ftiandly task forces or plarets. Trete 
is also s tacticel map wtTKfr Shows an area Of 
twenty by ten stdrs. T’is more deartyshcws at 
'Atiich Systems tdiere are task fbrices. (See ^1.0 
USING THE MAP fcr detaili) 

1 A STARTING THE GAME (APPLE) 

3cc~ tbe Scsnaiu =ide of > ;^r r ^k : me game 
will br-gin EJtoi - atirslly. After seiecting Lhe 
St srt mc paprrietars foryoLt g a me. ycu a re tolc 
to insert the Gerne sics ofyourdlsK If you are 
us:nq ar Appe [] wttl'i Pascal, yuj rnijs; first use 
y; j r RASICS disk. If you are usirg an App]? III. 
ycu must f rst go .ntc Apple El emulation irode. 

1.5 STAATEN G THE GAME (ATARI} 

Removt all tantdcges. then Lnaert the Scertirio 
STe or your ctisk into Ec:ye - 3 arc cum uh yOur 
ccmputer. 3f yCJ O'-vn et. Atan SODXL hu!d 
down ihe OPTION k.ey while noaning. After 
iritializing tlte gerne vaiuesyou wiJl ipe told tu 
insert ths Game eide cf your cisk. 

1.6 STARTING THE GAME fC-64) 

To ccgin the qams, i^tert the gan^.e disk and 
type Load ' ^".E and press <RETURN>, When 
READ V appears. T ypc RUN and oress cartiage 
return <CR>. 


2.0 GENERAL DESCRIPTION 

2.1 PARTS 1NVENT0RY 

A. Camecox 

B. Ruie book 

C. 5Vi gerne disfc 

2.2 DEFENITEON OF GAME TERMS 

Population PuintfPOP}: The amountöf peo 
pla oa thewüfld. Eech point does not represent 
any givcn numher of peocle: ]tju£t rep/esents 
the size cf the poculatian. A player wnna py 
hä'-ang the largest populadon at the end af 
thie osme. 

End ustrial 0 utp ut Pol nt (10). Th is is the haEL 
unitof commerce, Each possible product which 
you can invcst in costs a tertabi n Linder of KX 

Military Tndurtrial Output Point (Mil 10): 

Tnis is a un.it of commerce which need onty be 
ssenr when buying a ship. an ärmy ur a defense 
OOSS- Eacc time you b jy tne cf thEEa items ycu 
must sperd a nurrter of Mil 10s. 

30 Pool: This s the total numher of 10s which 
you have L-vtrijmjjart-d sc fdr in the tarne. Eech 
trneyoj ouy an item it subtmcts the opst cf 
tfiE item from the 10 Pos. ICs can be sper.t cn 
any cr^necf oraliiEd planet and may accumulBte 
from tum to tum. 

Military 10 Pool; Tfua ü thie total number o ; 
Mil 10s thei may be spEiit at a plarcet during e 
givEii tum. Each time 3 product is boughtwhich 
tequirsS Mil 10s. the COSC is SUbtractso tram the 
)0 Pool and from the planets Mil JO Poel. Each. 
planet has a Mit LÜ Pqd: determirsd by that 
planet' s induscy. Mil 10 Pools are zeroet) w ths 
ene ut" eath Pnjäurtion PhasE. 

Agriculture {AG): This nepresents theamc.Lnt 
er lan d underouldvationL Each AG p&int previcss 
Tod fbrfour population points and requirss o-? 
half cf a population poirt to ’*'otk it. 

Mine; This ropresEn3 theamauntoflard semg 
mined für ort. (uel and other mine-ais. Each 
mine supp.iss cne i-duStry with enough Cte 10 
operate ar.d rcqulres one half cf 3 population 
poinr ro be worXei 

Industry (END); Imfustry is whet is ured ro 
rnanufactiire the fCs and Military 'Qs needed re 
construLT oew ships. bEvelcp planats, and in- 
cresse your technokjgica] Ievel Esch industry 
produces chree IQs and tv;o Military [Os and 
requTES cne and cr^ half population pcints to 
opera re. 

Active Industry: Tnis is the ncnnharGf industry 
that can actuafly picduce 10s.. , the industry 
'-vith enoi^gh workers and oreto operata 

E n vi non m ent ( E N VT): Tn is is hg w well 2 planet 
supports life. The rn&xlmum amount of AG Chat 
a planet may have s equal to tts environment 
minus 50. 

R^source (R$RC): This re presenes th.E annoünt 
of Tiunerals availabfe er. a planet and contrcls 
che steed at wh ich mines on the p Jane r de proc ■ 
etc. Thie number ofmines an a planet may never 
excesd ihe planefs resc.irtE. 

Star Type: Ths is the spectrei dass cf ree Star. 
Tnere are five 5tar r^pes. sath with 3 different 
chaixe cf having p.anets and inftuennng the 
chanacteristics cf th? planecs they do rave: 


B; "Riese älave 3 h igh chantc of having plaretü 
Tneir plauets v.nlJ tend to be extremely lew 
anviionmeat and exrsmely high resources. 
Tney are PIle in. color. 

F: These have a moderate to iow Chance of 
having planets. Rieo - planets will tend lo he 
high rgscunce iäcd average barely livablE en- 
vironrnenCs though chis variesconaderably. 
They are gneen in cclor. 

G; TTdts is Ehe specuul dass of our sun. They 
havea fair Chance of liavlng planets and tine 
planets tend. to have qooö erwironment and 
fissouncc. Tney are yellov/ in color (white on 
the Apple:. 

K; Tnese are ths mast common stars and 
usually will have at Jeast one planet. Tnsir 
plane3 tend tc have hiyti envifonmentsbut 
poor re&ouncei- Tn^y r are red in color. 

M: Tnsse Stars are tr.earmpit ofthe Cluster. 
Not cnly hn tfisy ssldom have planes, biii 
ths planets they do have ars a’most always 
unusablE. Gut they fvilGHT have a decemt 
planet On tJie Atari tnese planets ars sbown 
es banded: on the AppiE they r are violet 

Warships: "Riese are shits which ane capable cf 
snip-to-ship and sh ip-to-planet comtat Each 
warshjp is one öf eigbt player-dsfi ned tlasses 
and has an ecficierc^ 1 and technaäogicaE Ievel. 

Efficiency (EFF): This represents the rc-lateve 
rcEdiness of a sftp for combat. As 3 ship suff^rs 
darr.agt. is EFF drops. VVhienasfi io's EFF reaches 
zere. it rs desmoyed. ,A!ä ships which are r ot on 
nepsir lese r'cur rrem ttieir EFF each tum. 
Shipfi öfi repair have thsir EFF restored to 100. 
Tbe 3055 of EFF reducts rbe ship’s aßility to 
arrack and dafend in comoat. Only wurships 
have EFF. 

Ship dass; Tnere are eight user dsünable ship 
dasc-s in the garne. Each st p dass is rated fcr 
the foltowing charecteristics: 

Planetary Bombardment (PB)- Alreost 
useless in ship-to-snip combat, planetary 
bombardment is eiftnenrvsiy userel against 
SDFs and PC Fs. 

Energy Weapons (EN) ; VVEÜl3 highrating, 
energy wc-apots can do e great de?l of dam 
ope if they hit 

M iüi le Systems (M S): M isste Systs ms d o 
[ho same ernennt of damage rio matter 
what t'ne MS. a high MS merely increases 
the Chance of a hit. 

Evasion (EV): A ship's evasion :s d3 abdity 
to dodge energy vveapems. The higher the 
EV 11 . the grEäter tive Chance of eng enemy 
misiing with EN or P3. 

Anmor (AR): Armer is used to reduce the 
damage done by EN hits. 

Anti- Missile (AM): AM reduces the Chance 
cf B misiile storing a bic on your ship. 
Speed (SP): SceEd contrcls hüv. 1 faftheship 
may move duing che Movement Phass. A 
cask force may on ly m ove as fast so ;ts slow- 
est ship. A ship's spaeb is equal to i3 teth 
Ievel add?d to th? speeü of tfie ship's c:ass. 
SLi£ (SZ) : A st.ip's sTö determ.ines it5 IÜ :cst 
and che imouht of ‘defigr. poinfö' available 
for ics üther characteriSEKS. A arg? sh : p also 
ta'<35 less relative damace froin weapon hits 
tban a small ship. 





Technologien! Level {Tech.)- A player's tech 
detsnnines the tecfi fevelof anysbips being bilt 
At tach 4 a pfäyfr may spend lös tu irrcrease 
a triend ly pl Briefs EN vT- If a ship has a higjher 
tsdi than tfie ship opposing it. all tfie ship'5 
characterbitö (aside from size and speed) are 
i ne reased b.y or.e für eacft Ee vel cf tec'n d ifrärenc e. 
However. any characteriatit tfiat was zero will 
not oe irccreased, 

Transports (TRAN): Transports are heavrly 
armored out frag! e sTilps whose purpcee is to 
carry one ccücnist or one army. Transports hawa 
a spart of Uw. pius ths current ttch level and 
ara assigned eo task forces 

Traders- Traders are fragile ships whose pur’ 
pose i5 zg carry food and or? between woribs. 
Ec:]-. tra der can ca rry one ore po int or food point 
each tum. Traders ecg- ncrtrasiäunc-d to taak force 
tu: are in a player rrarter poo! and are pncviceb 
wherever neeced. 

Defense Base: üc-fense bases arecchstructions 
on a planet wtiich dcfEtd a plar.Ec from spate 
attacft Defense tases arg eittier SDFsor PDFs. 

System DefenseslSDF) : AnSDFisa defensive 
base built on a planet wtiich has a Vissi.e Saling 
o: 32. It is capabJE of supporting friendly task 
fonces wtii-bn ars riefend ing that plariEcas well as 
firi-ic inte space at ships tiying to bgmb or 
invadE ita plärret 

PEanctary Defenses {PDF): A PDF is a defen¬ 
sive aase teilt on B planet Whfh csn only fire at 
stups in irie päanert's atmosptiera tut cor only 
be actatfced unrter the same conöitions, PDFs 
have an Energy Weapor.s ratir.Q of 32. Bcth 
PDFs arid SDFs provide grcLnd support for de- 

lEnding armirS.. 

Armies: Arrnies ans;- used to oc-pose änva ding 
armies and to fiuht guerillas. Whgn liiere am 
only invatinc amnies on a planet, the planet is 
captured. Wben ttc-m are nc invading armieson 
s planet the planet is. racäptuccd. 

Guerillas: AfiEr a planet Mas P-een captU'ed. 
guenlas antcmar.rally eppear. In each prodac- 
tiürs phsse in v;hicf. guc-rlllas arc stII openatmg, 
tfiey recEive replaoemsnts. Düring each combat 
phase, priErillas fioht the in^ading armierL ln 
each trade phsse, cueril'as deitrey SOilrte iR-dOS 
■Ty r . Ohce all rre cuc-rifas iia’^e teen destroyed. 
the planet belongsto thE invader aa if it wenetirs 
home woriö. 


3.0 THE GAME SETUP 

Beferea garteuf Imperium Gälactum tsegins. it 
io rtcessary to det-z-n-n ine the COhditiOriS ü r der 
wh>h the gsme is to be played. The Starting 
Menu on the Seena.Io Disk shaws the possible 
Parameters. The highligbted items show wfiat 
conüitions gc into erferr when the spare bar ia 
pneased to Start tne gerne. 

The first opton is NE/A 1 ' GAME/3AVED 
GAME If you a re conti tu mg 3 gameyou saved 
eadier. press the' r kcy. Nota thatall t!te otfier 
options turn eff. TT.is cecuns. because a saved 
gaite airtomaticaily operates under the condi- 
tiuns existinq wFeo it was sveri. 

Tne next four opt 1 ons enntrot Ui c sötis ct 


the four pl^/ers. By prfeS3:ng tre appropriate 
ksys (Z-5;, ] f o u determi n a wtiether a pteyef is lü 
be run hy a human er ehe Computer dt ls not to 
be m the gerne at al 

Tos next Option is only userT;l if there is at 
least one Computer pfayst The solitaire level 
datErmines tfie Skil I öf Ehe com puter oppownts 
i| aci:uaJI> r bow many advantaaes are gtven to the 
Computer}. PlayingatJEvel ] aivEsttie Computer 
an enormous edga. FJaying level 4 [save the 
Computer at a deadvantafle, To Change ’evoIs, 
press the '6' key, atd the highlighur eydes 
sround the i'our IsveEs. 

Option? detemnines wheöier grnot there 
is a chance for irrte pendent wor.ds. 1 ; YE5 is 
Chosen, there are ocrasioral worlds wh Ich äTS 
alneady partial ly er fulty developed, tut arc not 
nn by a player. Trade agreementsmay be made 
wich ändeperdent wörids, illowirg the use cf 
their production fout not insir popu ation or 
anmies}- 

OptloT! S determines w-hetheryou wart to 
use the map provided with the rjles. or a map 
rar.domly qeoerated by the Computer. If YE5 is 
choser, che stars arc randsmly plärEd and cfie 
players' homs Systems rnrdomiy sdKtc-= but 
always at a ft. G. er F type star). If NO is chosen. 
the map is the one bEscribsd m the rules. snd 
the home Systems 2 rs fixed aa weIL In botri 
tases. the ptenetsstfel ara randomty cstErmncd. 
so ttiat each. garne iS different- 

Arcor the späte bar hss beer, pressed. che 
Computer Jcad; the star data, if you ebc^e a 
random setiup. it dispays a possiblE map and 
aak5 if it \& scceptabls, Ir' you thTnk the map is 
imterEsiang. type Y; >f not. type T-. am ihe 
Computer will display another nriap. 

Next you am askert, 'Minimum starting 
industry [0-60)7'. Type in the minim um n um bet 
d indjstr’y you W3ht your torr.c world to have. 
(It b suggestsd ytu u 5350| Each human player 
has a minimurri industry based er. this number 
Each c&m puter payerhas. e minim um industry 
baseu on the soiitalre evsL 

Finally,you 3re asked to name each player 
in Lhe gamt If the sc-tup is not random. th.E 
Computer asks in player ocrier. ff tbe serup is 
random, the Computer asks in a -andom C'dsr. 
Tr Ls alkiws human playera tu determi ne "an- 
c om ly which o lay^r eacn will be. Ther e is 3 siig h i 
tüige fer pisyer one. so detsrmine betbrehand 
w".o is ro ty^s ir. his or her name firsr . . . if the 
fitst p'ayer to be rtarned is four. ther the- f:rst 
person is p'iyer four. 


PLAYEH «1 K r PLAYER »Z 

TaJkForcE TasKForxe 


PLAYEa *3 
T^sk Force 


-ä 


^ PLAYER ^4 
Tusk Force 


A task force wf.ich is ainsrtfy rroving, 
tfiat is, has a nurnber oc mwement ohases 
beforc it airives at its destmation [ETA) other 
thari zerc-. will not be displayec tecause it is net 
in the System, The tKk forces df Otner playera 
will de displayed if tte enetriy task forte is in a 
System wtiich contains one ct the viewirg 
□layers task forces or a pinnte owneri by the 
Viewing player. 

4.Z MO VING THE CURSOR 

Tc look at a star System, give Orders tq paners 
in e starsyTcem, orgi-.e Orders tu task forces ina 
star syste-m. th&Cursor must be posrtioned Over 
the star System. Tne ccrsar starcs rtie Ccnbo 
Adjustment and Movement Präses over the 
player's name System. Ttie Cursor stsrts the 
Proditction Phase wherever the pfeyer len it ei 
tiiE Erb of the Cuntncl Adjusünem Phase. To 
move the cijrs.pt type the key for üle direct ior 
desired: 


j 



VVherever the Cursor is ov?r a star syscemi 
the meng at ehe bettom cf tüte map cisplay^ 
the name of che star System and ns type. 

4.3 THE PLANET DISPLAY 

ff a P' is pressedduring the Control Adjcs-mc-rt 
er Production Phase, of an 'S' during the 
Movemem Phase, and you have visitec the 
System {otcupied thg gysram with a iask force 
at tha and of any Combat Phase), you can az-z 
any p.ansts in the 

If -h.crs 3 te no planes in the System, the 
5 creeri prints 'NO PLANET?. Iftnereare planets. 
triey are displayed as follows 

PLAN Et Jrl 

EN VT: 53 
FlSRC. 59 


4.0 U5ING THE MAP 

During the cource of the- came, ttsa map is 
cjsplayert a n umber of times. The spfcific 
bedsLons required each time are explained in the 
^ectinns nn the phases of tha garTie. The 
rcllowing are general cuidEunEs to folSow m all 
ras es. 

4-1 READING THE MAP 

The sfrafeclc displa^all rtestat Systems 
in the garre. Thetactcal map displays an area 
cne quarter Te size of the stratEgic map and is 
useful «or making out whac player task förcEs 
anc- a round what Systems. Any str System 
ccr.taining a task ferne u 1 the viewlng player 
shows the player5 task force Symbol st the 
appropriats comsr of the stsr. 


SO POOL: 5€'3 

PLANET #2 OWNER INFE K DEJiT WORLD 

ALLIED TO: THE HtVE MMÜ 

NEG&TIATE. YES rR END LY 


PDF CNTRL; 32 

ENVT' TA 

AIS: hl 

PdP. .32 

MIN CNTRL 14 

H$RC: 42 

MINE: 

WPP: 32 


END. 14 

ACTV: U 


CUEftLLLAS. ü 

ARMY: 14 

SDP; 4 

P3F- 4 


If tiic- wDiid is urdevaioped or is o^red by 
anotrgr player withnux a fdanrily task forte 
occup^'ing the System, it will merety show tne 
planet'5 ENVT and RSRC as, for exampls, irr 


i 





planet " 1 aöove,Pieese note that tfie wcrds 
'wcrld and ' nlür.-ET" ara used interchangeabLy- 
However. th? game gEnerally pitfers tü spsak 
üf "indepencent wortds" and "friendly planets" 
or “enEmy planets". If the planet ig Dwned by 
the viewing player. is an independent worid, ar 
15 an enEmy octupsed planet with 3 friendly ösk 
force orcupying the same System. thecomi^iter 
displays complete Information (as in PLANET 
^2 aböve). 

If tfie planet is an irdeperüer t worid and is 
alliea to a playEr. tfie allied playtr will be 
displayed directly beJow the owning player If 
tne planet is a ccnquereo vortf with gucrilla 
rüb starncs, the original owner is directly be’ow 
tue current owner. 

If Elfi planet iS an ir+ensriuml; worin, eine 
negotiation Status üf tfie vieraing player is 
disp layect (that is whctfisrths player is current Sy 
negotisting with the planet). Next to the 
negptiation Status is ihe diplomatic stanre n: 
the planet towarf tlw viewing player. The 
diptomaiic srance oetermines tlte likelihüüd of 
the planet sccepring a träte agreement with 
tfie vi e m ng player. ör. if currently all ied with the 
viewing player tfie Chance of tsreaking the 
agreement ■ithrgwirg the player eff the planet !'. 

Düring ine Con " 3 . Adjustrr.ent Phaseand 
the Production Phase thre is an entry. the 
Working Population Pbmts WPPj.Ti :s is the 
amount of ?QP nc-eded ro an 2.1 the AC. the 
MäNES as determined by Mine Control (MIN 
CNTHL). ar t tfiE JND oh the planet. Also. during 
trsCcnrrQ Adjustment Phase arKt the Produc 
tion Phase, the 10 Pool is cisplayetS. This is NOT 
Mi •':.■! :“ -= I r .me:. b.i: is rh-:- pleyei h 
total 10 Pool. 

5-0 THE GAME PH AS ES 

ImpsrLnr. Galactum is plsysd in game rums. 
Eath game turn consisis of commerce tollowed 
by twd müves. (PieasE note that the sequence 
of player-toxi puter irteraction m 5 tum is 
Obti.net in SECTIO N 12.0 SEQUENCE OF PLAV 
IN A TURN'} 

A. Tfie Trade Phase 

Et The Control AdfusTmer.it Phase 

C The Production Phase 

0 . The Negciieiion Phase 

£ The Post Negotiation Corntat P use 

F. The Firs: Movement Ruse 

G. The Firsi Combat Fräse 

H The 5i=c&“d Movement Phase 
I The Second Combat Phase 

6.0 THE TRADE PHASE 

Düring the trade rhase, the Computer aco to 
create food. cre and IGsand trate them. Atthis 
time, task fcreeson commerce tu id or Embargo 
rriEssiorsansTipI todestroy traderscoming or 
geirg fromthe star they'-e patrolling. Aber all 
10s nave öeen pmduced. mmes erd ships 
depreciato. and ships an nepair are mstOhKl to 
100% EFF and sei to the owning player sten 
levsl. Final ly. püpulation incroas« and guErillas 
attack facto^c-s. 

6.1 TRADING 

The Computer harnte all tradüng. First the 
Computer engstes rood pcuts. Each AG makes 
four feed poinls and rteuires or± half a Popula¬ 


tion point to iße. Any AG in exress of the 
availahia werk :'orce is destroyed betöre ii has 
crsatEii any foed. Thü is cone für each of the 
p’ayer's pLaratsand allied planets Th e Computer 
tuen Fnds any friemdly planets vvtlich have 
pc-puation in escsss cf the avatlafcle Jobd anc 
any planets wflieh have feed in encess af tiie 
□Dpubtlüft r&jij;remer=i.::, Food is moved via 
ticder behveen the two planets. nne foob point 
per irader. Tradc-s do r.ot mov? tü er from any 
star System occLipi^o by an snemy 3sk forte 
( that is a task füice er e gacrison, patrgl, ^pa:r, 
or rnove mission). Traders movifig to or from r : 
System wfiere an enEmy task ferce is Cfi 
commerce raid or emoar^o missions may te 
destroyed. Fnenbly task fcrces cm patroL 
missidhs ir sysrerris whEra traders h ave Dsen 
lost may intercept the ensmy missjons. Trader 
raptams rnay refuse to go to any System ivhers 
ether traders have beeri lest, f Trader ri&cis io ns. 
rasßo on che current situaticr. atd random 
taetürs* are. Of tnunse. CEltulate-d ard executeif 
by the Computer, 3 

.After dl I food hes beer traded. any planet 
wich copuiaiics ih excess cf ihe new food 
suppfy losts the excess population. 

NüW the Computer creares are in each 
mme :or whifh tliere are suiücienc wcrkErs. 
Each mine proruces one cre point and requires 
ena half cf a population point which has not 
elreany wüfked to craate food. Surplus ers is 
shippej to factcnes in nesd Of one, in tht same 
mariner es fcoß was. Only traders whien have 
not been used yct may mänsport cre. 

-rnahy. the Computer craaces 10s from 
fectoflies that haue 0 sufficicr.t work forte 
availablE, EaflliiidüSby pradUKSh tbrae lüs ard 
two Mil lüs and mquires on& and one hat 
Population points (not used in mintng c^e nr 
creating food) to eperate 

6 2 EXANIPLE ÜF PLANET ECONOMICS 

Ist us take as an exampte 3 player who has 
ihres dlEtots: ::ls hörne world i^i , arm rwc 
to'tniss (’Z, ^3): 

-1 DWT.9E FÖnLEfi ;-G:4H ,VIN:63 INL-70 eriF: I R-I 
— Z: LnvT.SE F‘S-:C.6Ü ACrÖS MIN:5i LNDSW KlP:£4 
"J- ENVT05 R .^011 ib:20 MIH:K .h DO 6 FOe I 5 

The prayer nas 40 irzdeis. 

Tfie fast tbng the Computer does iscreate 
food. Cn s \ , tfiere rs a 46 AG. & Z3 FOP 
46 AG X VzPOP/ AG; a re requine dt&c restc the 
food Planar * E has 184 PDP. easily erough 
fer the j ob. Tne AG c res res 184 food PCint5 
46AG X 4/ AG which is just eno jeh to feed 
the pc pulet! on of 184 FOP. Thereis nosurclus 
food. and the papulatLon does nor require any 
äOdibonEl food. Gr planet ^2. there is 5 AG, 
so Z’.ji PCR (SAG X Vs. PC P /AG ) ars reguired 
r or thejüb. Sihce thene isenough pepuiaronto 
perfomi thejob. Zü food points (5 AG X 4 /AG) 
-.r h predutsd- This feeds only 20 of the popue 
Kicn.SC tne mmaining 34 POPsTdü neerfoed 
ün planet -3. there is a ZG AGrequiring IC FGF 
20 AG X VzrÜP/AG) wfilch the planet has. Tue 
ZO AG createsöü food points (20AG X 4 /AG) 
•*ni” 'cE'.es a food surpins of 61 food roirrs 
19 POP requiring only 19 of the &D food 
points'!. Sirce p'.nnet -2 raedsZA :r*od points. 
rradera attempt tü trenspetr the food, or.e 
point at a time, between g ehet ^2 and planet 
“3. This requires 34 rraifers. Ef ä r'äder were 
ro fce L-Itercepted by connm.erte raiders ar either 


of thE Systems containing planets ^2 and J 3, 
nc food points wüuld be lost: bgt anotfter 
tfödter woulo Pe sent until sli neerfed food was 
moved er the rradars refusec tc ^ ttempt the 
mission. Now all planets havs sufflciefit mod 
fer their popjiariors, so norie starve. The 
rernaining exesss food on planet ^3 is lost 
Tne Computer new works the ülaysr’s 
mincs. Planet ^ 1 has 63 m:nss requinng 31 Vz 
POP. Tnare is 161 POP available ta work 
( i S4 -23 used fbr AG), so the 63 mines 
precuce 63 on? points. Since sE'oenty hdustry 
require 70 ore points. sev&fiare still needed for 
the IND. Or planst *2 thirty-cne minss require 
1 3h werkera. There ars 51 Vi PO? points avaik 
abls (64 FO? — Z'/zrEOuirec für AG). £o thie 
rninss produce the 31 ore points. 3y a not so 
Strange CQincidBnps, rhey nave 7 extra crs. 
which is what is needsd on the home w-artd. 
(Trc- player knews wnat he is dtinc). Flacet 
^3 nas 5 miras requinng 3 POP- With 9 FOP 
|eft ävailable the planet producos 5 or^ points 
which iS OX.ardy wtiar Ii r.Eeds ferits ifldustry. 
The Computer now örramqs tc rnove 7 are 
from glsnet -2 tc planet but only has 6 
available (40 tradeis — 34 tü movefood = &)• 
TfiErefore Ehe Computer would. if net Inter 
cEfjTEd. mavfiG ore points tq planet * 1 (matfje 
the player isr't so sm-art ariar all). 

Final Ly. the Computer builds 10s. At pisr.et 
# 1 . the player has 70 IND, 69 cre points End 
129 '.4 F^P. The ore can only supply 69 IN Dl 
50 usLnc L 037z vvorhers. planet will luve 
an Active Industry of 69- Tne lost industiy is 
not destroyed, but simply waits until the next 
tum whan there may he more cre. Ori planet 
^2. there ivero 24 IND, 25 cra pomts ano 
36 available workers Tny extra cre islost and 
ehe 24 IND has the 36 POP it recusres. There- 
fore p'srst -Z has 24 Actrve IND, Pianet ^3 
has 6 ora points. 6 INDard 6 available worksrs 
Tbcugh Lthasenough org forits industry thesix 
x.’orkers maycnlyopeiate4 IND. since sscr END 
reeuires 1 ’/a FOP- 5o planet-3 has 4 Active IMP. 

At the e:id of Lh& Trade ?hese. planet 1 
has a MIL Pool of 138 (£9 X Z), planet *Z a MIL 
Pool of 48 (24 X 2), and plane; *3 a MIL 
Pool üf 3 (4X2). The player's !0 Pool das 
69X3 + 24X3 + 4X3^291 mors EOs 
ciian at tfie Start üf the Trade Phase. 

6.3 DEPRECIAT10N 

■After thfi tomputFr nnishes trading. it goos 
through ea:h. platfit and depnedates thE rhihes 
cn The worin DEqrPLietion isdons bygetdng a 
random n umber tetween 1 anc the tesouites 
(RSRC) of the plarier. if thE randoin numbar is 
|«5 char the numter cf mir es er the planet, a 
mine isdestreyed. This process isrepezted until 
the cepreciziion roll falls. Th.us ihs higher che 
RS3C aT 3 pigneL the mora raiines it tak-?s to 
cause a hign depredation. 

Strips also dspredate. Sn.ipsnot er a reoaii 
missien automatica läy lose four from tfieir 
effitiency (EFF) ir: eath Trade Phase. 

6.4 OTHER TRADE PHASE OPERATIONS 

At the erd cf the Trade Phase, a II sh ips on repzir 
mlasiors are restcred to 100% EFF and sst to 
rhe owning olayer's current teth. 

Guerillas destroy a cercain numlx-r cf END 
and miftes based an üie number of guerillas. 





Population for each planet intreases by 
25% bin docs rot excgcs thc- population 
Control {POP CNTRL) srring. (See 7 j0 THE 
CONTROL ADJUSTMENT PHA5E} 

7.0 THE CONTROL 

ADJUSTMENT PHASE 

Düring tnis phase. ycu have the abillty to 
adjust ttie population and the mirnng Controls 
on itiendiy planets ar.d the nagodatian starus 
on independent wcrlds. Yen also csn break 
□ff trade agreements wrth ailied independent 
wprtds. 

7.1 THE MAP MENÜ 

At the starr ni the phase-, thc- Strategie mao is 
dispfayeii with the Cursor ever ycur ii-om? 
System. Atthe bottom of the maavou will find 
the star systern's narne and tyae and the 
question LOOK AT THE (P)LANETS IN THIS 
SYSTEM TYPE 1-B TO MO VE THE CURSOR. 
(T)ACnCAL MAP OR (Qi UIT?'. To lock attiie 
clan-sts in the syst-em cradjsst tficir Controls, 
type 'P'. To move me Cursor, type ihn numbers 
one thraugh eight as expisinad :n Seccicr 4 
USINC THE MAP. To use the cactirdl map, type 
T. YVtiert yui; hdve ccmpimd the Cor.tral 
Adjustment Preise, type Q'i and you will move 
on to the Production Phase. 

7.2 ADJUSTING PLANET CONTROLS 

Th.e Population Control you assign sets the 
majamufii population of the planet Thepopula- 
non needs id Le fed er it srarves. and it 
increeses Z5% a rum. The population dees rat 
autcmatica ILy fa 11 off to rfie papu letion control; 
it s-implydoes not escsc-;: char level. Its purpess 
is to insure that surplus foed is positole. To 
adjust the population control, type ‘ P. When 
you are asked what välueyüu wanfc the control 
set to. resperd witii a number witfiin toe given 
limits enti press <CR>. 

TLe Mining Control tigure you assign 
assures trat mines which have been lost through 
deprsciaüon in each tun will bs replaced Atthe 
end of the Control Adjustirent Phase, the 
Computer aubomabcaily buys mines on eacin 
clanet wftene Eine numbEr of mir.ES is. less tnan 
the minng control. Of coisrec this only Ls 
possKJle if you hav? sufficieni iOs rc pay fbr all 
the re hu t reines. Mining Controls are adjnsiEd 
in tre same rnanner as Population Controls, 
axcept that an 'M' is tyced. 

Negotiation Status Control determines 
whethEr er not you are negotiatinq with an 
independent worin. To m?.ke a tracteagreennent 
with an independent worid (ally tc it}, Lype'N'; 
and che sratus will be sei to YE5. If you do rat 
wish an Agreement with the pSgitet, type N' 
again: and the Status will be set to NO, You 
micht dttose to do thesjuse prior io invading 
an independent worid sinceyou may notarrack 
an independent worid wich which you are aLliad. 

Tor thc- sänne rnasen you may want tn 
break a ;rad? ag res ment with an n|i:ed incs- 
percent. To qq so. type - B‘. This will not oniy 
break the current trade agneement. bul wiLI sec 
~no r.cqcciation stecus ro NO. 

To adjust a planet 5 cnritrols. mc.ve the 
■Cursor ov’er eny System you have explored and 
pre^s ‘P' If you nava visitea the System (Sae 
S&ction 4.3}, tfie planetdisplay will now beon 
ih.c scrc-sn. Be low the planet display is rhe 


questiffln 'ADJUST CONTROLS FOR WHICH 
planet(1 .z.or E}x)rT)r. Press the number of 
the planet for which you wish to adjust the 
Controls or en X if yesu do net wish to (or are 
unableto) giva orners td any of the planetscThe 
bort-nm of the seneen wii. fww Show the 
question "AEUUSF (PiGP CNTROL (M)INING 
CONTROL (N)EGDTLATION STATUS. [B)REAK 
AGREEMENT OR E(X)TT7'. Only tf the planet is 
an independent worid ailied with you will the 
break agreement Option be given, Only if the 
worid is independent will thE Negotiation Status 
option be offered. Flairs may not adjust the 
PöpLjjaaor. er Mining Controls of Endependant 
worids 

8.0 THE PRODUCTION PHASE 

Durino the pmduction phase. you may construct 
sbips, cefsnse bases andarmies. devälop plansts, 
and spend JOs on roscarch. At the Start of th-e 
pbase. the map is dtsplayed. The Cursor is 
situateb wt.ers it was at the enrrdusier efth.e 
Control Adjustment Phase, At the bottom of 
the map. you aceaskec: to "LOOK AT ( P’LASETS 
OR -(WJAHSHIPS. ■ B)UELD. TYPE 3 -S TO MÜ'v'E 
TH£ CURSOR, (TJACTECAL MAP OR {Cj)üri7'. 
To build on a firiendly or ailied indspencant 
worid. move eine Cursor ove - tt.E System {using 
the Keys 1 -8} a nd rygsE ' B'. To see ehe task forces. 
Qfirently tn the System, type 'V/', When you 
have finislied the PrcduCt.cn Phase type. 'Q'i 
and you wili pnaceEd to chE nexi player's 
Control Adjustment Phase. 

fl.l THE SHIP DISPLAY 

If you press "VV". tr.e screen cüaarsand prints the 
sbip diepiay. Tno rame 0 : the player owning tlie 
stiips isat the tcp. Belawtfie name is a lisc of 
the sTiip clssses and the nun her and aveiagc 
efSectti'eness of &tl the player's ships of each 
dass. Belaw' ehe ship classes, tha number of 
transperrs ir thes^tem isdtipLayed. Pnally. all 
the task rorces in the System are, Task force are 
numbered ffom one to thirty-two. 

At thc bottnm cf tiie ship display, the 
Computer now asks ’LOOK AT {T|A5K FORCE 
(RJETTURN TO THE MAP. UOOK AT (PJLANETS 
OR ( WJAR5HIPS. B)LFILD OR {(J)UlT PRODUC- 
TION?’. This öfters rfia additicnal option ■□! 
sea-ing ihn individual rask force. 

8.2 THE TASK FORCE DISPLAY 

If you üiave pressed T to Jcok at an individual 
tnsk force, ehe Computer asks 'WHICH TASK 
FORCE (1-32)?'- Hespond with che rurnber of 
the task forte ycu wish to see. Th? semen will 
show the Task Forte Display for that task force. 

The djT iber of the tesk fönte ceing 
examinsd Ls at the tcp. Belaw this, the Com¬ 
puter prints the task force's eum&nt nositicn ( if 
mcving. this is the Star from which the task 
fcrce leftj. ih.e task faires dsstinaiion, rhe 
numbEroi movEmentphases befere it arrivesat 
rns d?siirat:on (ETA), and üie m'SBicn tfie task 
force iSCürrsnUy perfemning. In a column onthe 
naht are the number of transpgets ir. the 
force, tn? n um Der of areni es, and in e pnp uiati or 
btino ca mied. Final ly, the display shows aach 
ship in the tssk force. Eac i sbiphasan ID. type 
(er cl3K), efficienty, 3".d rech levti. titfiere are 
inore ships in the task force than are dispLayed 
cm thE seneen {Le. the screen is full), type 'M'; 
and nnreorihe 3sk fotres ships wili beshown. 


]f for :iny rc-asor. you wish to deszroyany sti ps io 
the task force, type an '5'; and you may scuttle 
the ship by typing in its ID number and a 
<CR>. When you fimsh looking at the task 
fcrce, typ*. 'Xh and rJie mam menu will re tum. 

S.3 PRODUCTION 

If you type L B' (Build } irom the main menu. you 
will de asked 'WHAT PLANET NUMdEF* (1.2. 
OR X}7". Respcnd asyou did durng tho Conuoi 
Adjustment Phase with the nu-mber üf the 
p ar.etor an 'X to exil. If you cwr, that pisr.et er 
bce ailied to it. you may build on in 

When you build on. a planen, ehe srreer 
shows the Active Indus* nyon the planet, your 10 
Pool, the plar.st's Mil 10 Pool, and tbemlnimum 
racommended üade^. The minimum recom- 
mündüd tmoüD is calculaiüd by the Computer 
ihr all your planste Next, each of your ship 
ciasses is showrtr the dass nams type), the 
dass charatteristics snd the total number of 
that stitp dass that you owtl ßetow this are twe 
cclumns. The fireccolumncantains iterns which 
require Mil IOs 10 punchssc, ar.d ehe secon d 
oolumn conslsts of items requiring cnly ICs tu 
purchase. The transports and traders show the 
total number of each ihai you own. Tech shows 
yaur rjTsnr technoBpgical l?v?l. All othEritemi 
show the amount of the item on the planet 

The Cursor appears ovec tfie r.umber of 
ships üf ycL.rfirsTclsss. Tc purchase any of thesc 
shipst type the total number you wantto own 
fbllowed by ä <CR>, If you dcm't wssh to 
pjrcha.se any new ships, iype <ÜH>: and “he 
cursürwill move to ihe rext dass. Ifyou type 2 
number, the nurr.be rmusi sc an Lease as large as 
fh? mrreni value. One? someibing hss h?En 
CT-'dered to be constnrcted it is constructed. so 
rnake sure you want it beforeyou büy it. " r o buy 
any item requirmq Mit lös you mus: have betn 
the nurribar of Düs ar.d thg numbEr of Etil [Gs 
requirsd fw punchass of that iism. Cn adotiien, 
tfie p.anct's Acrive Endustry musc equal c 
Excecd thc- Mininnum Aciive Indijsrry require- 
ment for che irem. Thus. for e*amp:e, ro buy 
three medium ships. tfie pianet must have 24 
Active EnauStry, and must be able to spend 36 
[Os and 3G Mil lös. 

As yau condnue to type i.n numbeis (c: 
<CR> if you don'r want or can'i ati'ord an 
item;, ths Cursor maves from item io iram. 1: 
the vglue of an item is öl ready at its maximum. 
tuen the cureorskipsoverthe item, Armifs may 
not t-e ouili on captured worid 5 still contacning 
gjerJlas. 

3.3.1 10 Cost Tabl? 


10 MIL 10 MINIMUM MAX 

item cost cosr ajctv ind value 


Srt.sl y 

5 

5 

ID 

Titel nurrlbtr üf 

►.f« il n Sh:c- 

l£ 

12 

24 

■Airsr.ips r&j nc: 

Lir'(j jäni 1 

35 

35 

70 

cxcm'J 255 

rranspor 

S 

L 

10 

JhS Mr ■-'z£r. lenir 

Trailer 


2 

4 

Na InTiit 

SOF 

3 

1 

E 

30 

Fm“ 

3 

1 

5 

30 

■V-ry.y 

1 

1 

2 

255 

Taüi L=-,'=! 

233 

□ 

0 

7 

'iduSl' , j 

H 

D 

0 

103 

Wime 

E, 

ö 

0 

'ISRl 

Agncjiii'jre 

?. 

D 

0 

ENVT-50 

EjivironrnsnE 

iO 

0 

0 

1C-3. ceü t ne- üubT 


. 1 : Fu - • 


3.3.2 Designlng Ships 

Thier? are tivootheroptiosss available when the 





Cursor ssowar warabips. Bandes z n um "»er er 2 
<CR>. you may typs 'R' fer revise or 'S' for 
scuttle, When 3 cfass is scuttled. eveiy snap in 
the dass is bastreyed: and the dass may be 
rediesignsii ta any siae. When a dass is nevised, 
all i’nips of the cJess whicji ara not 0e a repair 
mission are {testroysJ. Al shi ps. o f the dass 
be-ing repaired assume the ciara eteristes of the 
revfsed desc. A revisea dass 15 alvvsys tr.s aize of 
its prebetessor. 

When you type ’R or '5'. Ehe Computer 
assö fcrcontirmaton. After confartriation, sriips 
are destroyec as dctcm-iinsd aoove. if s [5 
pressed.you are asked ‘WHATISTHF SIZE OF 
THE NEW CLASS LMS)7. Typs 'L' fer a 'arge 
shis. \V for 2 m-xlium ship, or 5' fc: a small 
shtp- 

You are asked tc na me :ne new dass Ttie 
dass name mast contam et least one end msy 
riet bave rrce than fear thäracters, 

Td teie right cf the numher o £ ships of die 
dass, the number of design points trist may be 
spent Du the ship dassappeer. Fach rtiararter 
iistk costs tue n umber of cesign poirtts shown 
on the Io li ovvnng tadle. 


SHIP DESIGN TABLE 



SMALL 

MEDIUM 

LA FIDE 


5H1P 

SHIP 

SHIP 

DESIGN PTS 

16 

32 


PE 

1 

1 

1 

EN 

1 

1 

1 

MS 

1 

1 

1 

EV 

1 

2 

4 

AR 

1 

\ 

1 

AM 

1 

l 

1 

SPD 

I 

2 

A 

MINIMUM EY 

(NOT COST) 

4 

Z 

1 


Desi grrag a c lass is s imilar to buyr gashp. 
The Cursor appeara over tbs previnus välue of 
ffis cnaracterist c. To alter the va.us of the 
ehsracteristit. type the velue you Wien. To use 
the previous value. simply Mit <CR>. ,As yC u 
fnish vjith each charatcenstif, the runriDet of 
desigr pointe remainhq is updated; and the 
arso' will mowe id the nein; ctiaractEristic. If it 
Poes not you hevetypod ina value that Fseilher 
below the mmimum or red'Jires mors de^ign 
ponts tfian you ran spend '.Vher the speed is 
typed in, the Cursor retums to tiie number of 
ships io the dass: and you can ccncnue buyinq 
i ferne. 

9.0 THE NEGOTIATION PHASE 

Düring this phase, you have ras opportuniry to 
change your diplomaric stance toward other 
piayers. to negotiate v.'ith Computer pieyers 
and, at the and cf the Chase, to leam cf any 
agreements ferm cd or troker. wich Lndepondönt 
worids. 

9.1 DIFLOMATÜC STANCES 

The Pipiomatif stance a player Mas tov.-a rd 
arotfier player determines what actions the 
opposirg players“ shipstake durirg the Com hat 
Phase. Th.grears tiireestances: Fnencly. Neutral, 
and Hcstile. 

Jf a piayer ;e fiosraie to another olayer and 
ea:h hasa taskferre in the sam extern (noton 
rammende md, orwith(Jrawmissions}t 


combat orcurs i: a player has 3 caak fonce on 
rarrr-s-ce raib or embergo miss'on* ir. a 
he gt she must öe hostile to anothe: 
piayer tc destroy ttiat player'3 trjder'S. If a 
fii ayer has a task force io a System ccmaining 
irotber players planet, n-p or sh= must te 
fiostile to attack thst piayer's planst. 

A player who is neutral doss not causs 
combat tooccurand dees not commerce *aiP er 
artark planem. How-ever che player hgfits. 3 
Itostiie Opponent ac ro psnaltyr 

If two playsre ars friendly to eacli other and 
tfiey have task fort es in the sarr.e System as 
anotbsr player with wtom th.Ey am both 
bostite. they fight tc^sthar in corribat aga nsta 
common foe. In the ase of invedinga '.vortd. ihg 
olayer who was listed first '.vhen trie ccmaurer 
snncmceb rheconr.bat [the concrollEng piayer: 
ii considered rne owner cf ar.y wond capoarei 

EXAMPLE- Player -1 and Playe - tr 3 are at- 
■arkin.q a plane" Eotr. ccr.tri tute tc captur.ng 
:r=e planet, bui bera.ise Player #3- was listec 
first, Rayer *3 will öecome thg owner cf the 
piarat 

.br07£ If two human players hav-a nr.aoe an 
etreemem m wb.icTi the rion-controüling piayer 
he5 agnec-d to gen: 2 plaret. simply have the 
Controlling pavsr v.-ithdraw bsfore invading 
with armies, 

if the task fortes cf two players, one cf 
whom is nt6:He sr.r ene ofwnom is Jrer.c:y. are 
ot a System combat occurs BUT ON THE FIRST 
SOUND OF COMBAT. THE FFtfENDLY F1AYEP 
MAY NOT SHOOT BACK! 

Players ahvays are ccr.sidered to tu küStiie 
tc independentv/orlds witfi wham they ere not 
edieo and neutral tp any iodEpendent worlds 
with whom they are alliec. SiiKe being neutral 
doc-s r.ot allow an attack an s planet, a piayer 
m.ay not artatk sr eliied indeperdent world. 

9.Z THE dtPLOMATIC STANCE TABLE 

AU operations of the Negotiation Phase are 
conducted froms the Diplomatie Stance Tabie. 
Tr.is tab le ^iqws your itannre tewerd carh otln er 
piayer and the starre each other piayer had 
towarb you in tne LAST TURN. 

Ar the bottorri o' the table. the meru asks 
CHANGE STANCF HOWARD PLAYER (3,3.^-. 
f N) EGOTI ATE WITH A COMPUTER QPPON ENT, 
OR E X)IT?'. To Charme your stance toward a 
piayer. simply type che piayer number. Yoir 
srancfc towsrd thie piayer cytles from friendly to 
neutra tohoslhe ano back tofriendyeach tirna 
you type the pla>Tt's aumber.To negotiete with 
a compi.itc-f Opponent, type N'. V. r hen you are 
nnished with the negodarion. phase type 'X'. 

Ifyou type'N' !’or necotiate, the Computer 
asks ycu with wtiomyou wish to negotiate and 
diaplaysall olayers nut by the com purer. Chpcss 
one of these players by typing the piayer 
number. You will ther he h.skeo if you wäret the 
piayer'(NRIENDLY OR f NEUTRAL TO YOU, OR 
H03T1LE TO AN 0 FRON EXT. . /. [fy04J wiSfl the 
piayer to k fiiendly to you. type' F. if you wart 
ihe piayer neutral to you. type N’. ]f you want 
tfie piayer ro be hosdle toward another piayer. 
type riie number of the other piayer. At this 
point the compute - either actephs or refuses 
y=Dur offer. 


9.3 NEGOTIATION WITH 

INDEPENDENT WORLDS 

After you have eititeh the Negotiaton Phase by 
typmg X, the Computer irforms you o: any 
changes in. trade agreements. Trabe agreements 
allow you to use the prodL.ctiün of the indepen¬ 
dent wortd. Beforaany egraem.&ritä are mabc er 
orokan. sn inöepsndeiiT worid may change its 
sta ree towa rc ; y cm. There is a 10% ch anca of the 
worid becomifig more frienbly 3hd a 30% 
chaoce of it becomir.g mone hostile. If the worid 
is hcstile, thsrs is a Chance it will beccme 
pe r ar 0-tly hosti - 

Hostile indepEndeot wcrlds have a 2b% 
Chance o r ' makir.g an agnsement with you and n 
50% Chance of bfieaking an ag reement with 
you. Neutra I independente bave a 50% Chance 
of m.aking an agreement with you and a 259b cf 
hreakirg-zff. Frienbiy independente h.ave a 9G% 
Chance o: joiriing you a.nd 2 10% Chance of 
thnewing you out You may make an agnsement 
only with an indepencert worid -.-.■hieb is tot 
currantly alhaJ tc another piayer arrf with 
v.tiich you are t.Eqüüatinq (N EG Ol LAT F YES). 

10.0 THE MOVEMENT PHASES 

In thss phase. the players can mowe ships 
between taslk fcrces in the aame systerri, lead 
ar.q unlcad transparte □□ mandly plarete, and 
order task forces onto missions. 

10,1 THE IVIISSIONS 

The^e are six mlssions trat cari be assignea to 
task fotces, The ftrat thr?e fGamson, Hepacr, 
a r. d Patrcl') d 3 not cause the tas k force to meve. 
Tfie second tbree Commerce Raid, Embargo, 
and Vfove) allow che task force to be moved to 
ar othor System. 

The ganison mlsaon causes tia t.^k forte 
tu atc at c ster systen and dEfend ir agairst 
c-rcmy tesk ftrees entering t'ne System. Task 
fortss on garrtson do not attempl to find 
er.emy corrur.erte raid missrans. 

The nepait misaicr may be erderee only in 
the First Movement Phase, ano only to task 
foites In a System with [ 1 ’ a fnendly worid 
whüdh fias inbuatry er (2} an alüitd mdEpendant 
worid which has indusrry. 3r, the Production 
Phesa, tba ships of trisndly task fccces an repair 
misnions retum tc 100% EFF grd assume the 
TECH wnlch tfie pieyer had 3t Lhs start of the 
pha.se, Tney are not destroyed if the piayer 
nevises the Shio's dass, Task Fortes on rapairdo 
not ratum f.ra dunng combat. 

The patrol mission is iderttioa] to the 
gnmson missmn. except Chat task fcrces on 
patml atternt-t to uind and emgage enEmy task 
fcrcas or. commeme reib or embargo missiens. 

The comrrierte raid misioh sends a task 
force to seanth for enemy tradera coming or 
aoifkg from the System wtie re it Ls stati oned. ff it 
encounters a patref. it fighte ena round and 
witftijraws. Ccmmerra raidera are net co.nsidc-red 
to te in a System, ss they are not involved i n any 
combat within ths sysrem. Nor are they con- 
sidered to hsve ertered the System for the 
purpose of determining whetfier or not a piayer 
may look at thE system's planete. 

The embdrgo mission 15 id®ntic3l to the 
commerce raid mission, except that il is more 
agrassi ve. TaSkfortas on emt^rgo havE a higher 
cliance ec fincing mabera ar»d be:ng feunb by 






patiols. Additionaily, xtiey are nof requred to 
withdraw frorn combat sfter the fitzt round, 

The movement missisn sends :t5 tzsk 
force from its ojrrc-nt smr System and mcvcs it 
to'.vard Ihe System giuen for its destiradon. 

10.2 THE MAP MENU 

WMn ycu fiisr enter the Movement Phase, the 
Strategie map Ls displayed with thecuizor cver 
yoijr hon 8 systen. Arche inrtom of :he rr.-rp, 
th.e comoute: asks 'TYPE 1 -8 TO MOVE THE 
CURSOR, (QHANGETHE MAP, fO}RDER FLEET, 
LQGK AT YOUR IFjLEET, THE [S)Y$TEM DR 
(Q)UIT7.. 

Typing T through '■&' n-oves the Cursor as 
!t ödes in other map dlsplays, and typing 'S’ 
roturns ins Planet Display. Typ ins 'F providas 
the Sh io Display, but you cart choose whethe r 
you wisrt to look at the task fortes- in the 
System dt all of ypur raskforres. Wtienyou tzve 
completed all your movement, type 'Q' to quit 
the phass, 

Timing a L C ailowsyou to change ine map, 
The Computer then esks. CHARGE TO THE 
(T}ÄtnCAL kiAP. Tri EMISSION DlSPLAYEDTO 
(G,RP.C,EM,A) OR E(X}IT?'.Td use therartiral 
rngp. type T, lf you arg on the uctiol map, 
type 'S' to retum to the Strategie map, Normal y, 
thE naps silevvall of ycur task fcTss which are 
not in transit tf you Type GT R‘, 'P‘, C, ET. or 
’M". sach map shows oniy Chose of ycur task 
forces wälitb are on garnsen, rspäir, patrol, 
commerce raid, embargo, er move missians, 
Typing kV re sc ü res ehe map Sigwing of ycur 
task forces, Typing X' necums you to the 
map menu. 

10.3 GRDERING YOUR TASK FORCES 

Dy typing fmm the map menu, you ean erder 
theie ofyour task fortes tlfel are in the System 
under the Cursor. Ordering irrcludes the sbility 
tc splitrask fernes and tanrär the ships cf one 
Ujj? forte to anocher, as well aa laading and 
unbading cransports and assigning mlssior* co 
resk TOTtES, Wh.en you type '0', the Computer 
asks r 'WHJCH TASK FORCE {l-3Z\T. Respwid 
with the n umher of n task force with in the 
System. The Computer rhen will ask, '(L)QAD 
OR ? U )NLQ AD TR ASSPORTS, f J )0I N OR (S ) PUT 
TH E TASK FORCE. S ET M ISSlON { G, R.P.C, EM) 
OR (EiXeFT?'. 

10.3.1 loading Transports 

The Option to lead dt ur.load transporn is 
o1f?c9d on ly if the task färee seir.g orderen nas 
transpens. Each transporr rnay cany Cr.e am-iy 
or cne caionist (POP pt. ). Tc load trartsports, 
type (Lj. You arE askeitfie numt-erefthe planet 
ffem wbich ycu wish to lead. Typing X' rstums 
yce to tha previous menu. Dnty planatsacttially 
"belüngiha to the prayer may be enterad, 

Next the Computer asks for me number of 
armes ynu wish to take off tie planet and chrss 
ycu a rar.rc dom variiert zc ■ rc-spond. Enter che 
numbe ranri <CR>. [f there is any spaca left on 
the transports, the Computer aeks for me 
number of coionists (PO?} you wish tc take off 
ihE planet and gives you a ränge frorn whiüi to 
respond. Enter the number and <CR>. At mis 
poirt, tfig tran^pgrts ans leaded as you vdsh 
them to be, 

fö.3.2 önloading Transports 

Unload irg trarsport o:cu rs äi the- same nnamer 
ss ioadirg thern, The planet must ba a player 


owned planet, or in the case af ccloniszs. an 
LinclaLmed p.an^L Tta comDuter only -offc-rs to 
uni oeo arrnias or eolonists lf you rave some 
aöc^rd your mansparts. Unloading co : cnists 
■Dnto an unCaimsd warld asserts your cla:m on 
tdiE vvarld: and in the next pnoduttion pfiase. 
voll may buy AG. Mines. etc. RememDer 
hnwcvtr, trat Ihe unloeded colonists must 
be fed! 

10.3.3 Splitting Tbsk Forces 

Tc split a task ferne sntc b-vo or more msk 
fohces, type 'S'. The Task Force Display oppeers 
or the streen. At the tC'ttom of the diSplay. the 
Computer prints. 'NEW TASK FORCE = 

Tr iS iS che task ösree oeing fermed fron the nne 
tu which ycu are giving Ofrders, The new task 
fcrce will be inertical to tf’.E crLgirating task 
fcrce, exccpr that ic will bc empty. BeEow the 
new tdsk fome cKlaracicn. rhecomiputeras.^s. 
'TRANSFER (TRANSPORTS. V/ARSHIPS BY 
{EJFFICIENCY OR (E)D. OR EiXflT?' 

To trinster transports to the new task 
fr. ts, rj/pc T. Ycu are asked fc ehe rumser of 
raisportsyou wish tc Transfer. Rsspnnd with s 
tum her between tsro and th.e maramum 
rrdnsports owr.ed. Tianspcrts tarryind amnles 
ars transfemed first, men those cärry'inq colo- 
rists. and lirally empny rranspnrts. 

Trers aretwo ways totransfer warships to 
rr:s new tok forrs. Ifyou typE T, the Computer 
asks for the ID of theship ro b? tmnsfarred. You 
rnay i esporxJ eithar wich 3 single shipor ar^nge 
of ships. To trarsfar a single sJlip, typa the ID 
rum her of the ship and <CR>. Tc trarsfer a 
cm j p cf ships, type an ID number anca tomm a. 
followed byanother ID number and a <CR>. All 
ships in the task force between ;he first ID 
numbEr and the sacond ID number nclusive 
men are transfemEd rc rhe new rask forre. 

The otfier way to bansfe: warships is to 
type 'E. The Computer as-ks. 'TRLANSFER SHIP3 
AT EFF1 GEN CY BEIDW (t ■100)7’. Respond 
witti a number hetween i and 100 end <CR>. 
All wamnics ir. the task forxe with an EFF balü'.v 
fr.e number ontered will be transfErrcd tc the 
rsew feite, This is a good wary io break off 
oppie-d ships. 

Ater iransferring ships by ID 'Cr EFF. ycu 
may Transfer mere tc the same group by again 
lyping ' E", I" or T. Whcn ycu have Enished 
trunsferringall ihatysj wish ro. rype an 'X'. Tne 
Task Force Display appears again, tnis vima 
showirg the task force with its newcomposition. 

10.3.4 Joinithg Task Foires 

Td jcin fevo task fonces, type U' The Computer 
prints ihe Task Force Display and asks, 'TFLA.kS- 
EER TQ WHICH TASK FORCE?'. Responn with 
the riumbs' cf a task forte which is in ch^ samt 
System and which is not on a repsir missien. 
Frort! rhis coinn folimw the procedue used for 
sp itrir.n s task force. All ships crarsferTEd are 
trnnsfäiTt-d to the Chaser rask forte. No more 
than 255 transports rnay ce placed in one task 
J orce. if all the ships in a task force are rrans 
ferred. the task fbree is elimiuatec. 

1D.3.S Setting Mlsslons 

To set the mission of a task force, type the 

ccrresponding letten 

'Garrison 'C Commert® Raid ’C 

Repair ’ET Embargo 'E 

Patrol 'V Wo VE AT 


If yoc order tri*? feLsk force to 3 commerce 
^id. emhsrgo or move, trg mapappears: andai 
me bC'ttcn-i. ms Computer aste. ’WHAT tSTHE 
DESTINATION 'TYPE THE NAME OR 1-8 TG 
MOVE THE CURSOR AND < RETURN > WHEK 
FINISHED“?'. if you knaw the na me gf the 
destinctiGr System, type i n the : ertsrs cf the 
System with out a <CR>. Äsy-ou are typing chs 
letters cf the System name. the Computer 
compares the etters with System narnes. As 
soon as Lt has etiöugh iEiters ta dEtermine thE 
destination, the Computer prints tbe star 
systefn's r:ame. Tbe other way to indicate the 
destirratiüst System is to iugve thie nurscr. ifyou 
type e number, die Computer moves the Cursor 
as it nonmaily dees, vynen the Cursor is over the 
desrination System, type < CR>. 

Dnce the desti.natian System has been 
irdreabed. rhe Computer prints thedestinatien 
and the number cf movemefit pr>ases rt wril 
take ihe task i'once tc reach the destotL&ri 
(ETA;, At the end cf each movsmEnt phase. the 
ETA is recuced by cne. Wien the ETA marhES 
zerc. the task forte has artved at its -desdnatior_ 
All dEsrinEtiorw musr be a star sysism wirhin 
t-vo turns" travel of the task force. A tasK force 
travels with tiie speed cf it3 s’cwest slu^ 
Transports move with a speec of two p. js the 
playeCs tech leael, 

if the target is witftin ränge of the taste 
fcrce, the ccmputer asks for oonfirmatian. &y 
typing 'Y. you send rhe rask force oft to its 
:arget Task forces which previcusJy tiave been 
ordernd ia rhe 5ame Movemeoc Phase may be 
recahed eno given new oroe^ by attempting to 
Order them again, 

11.0 THE COMBAT PHASES 

Ei this phEss, tfiE Computer looks for opsosirg 
'"orcss in ehe same System. .AJtec resolvnng all 
ship en-gagements, ine Computer looks tcsec-i: 
any task furcs are eliginre to aiu:k pLinets- 
Afcer all planetary comdats are resolvec. the 
COmfKiter resolves all guanlla-army combats. 

11.1 SHIP TO SH3P COMBAT 

F opposir.g forces are in the same systern. Ship 
10 stiip combht nec um. The- compi; ter annc j r.ces 
Öiat there is a flest angagsm^nt ar the site c: 
eie sattle and istatrs atl?-ckemano dofcndc-rs. 

11.1.1 Cboosing the Combatarts 

TOTE: This subsection is for ycur Information 
o■ ily s'-:: w II rut ^re-.L jo j- cecis nr. 

The cefender is Chosen on dhe basis at 
which "lay*jr was in the System firsE ans whiüi 
p:ayers have pianets in the System, After übe 
attackerand defender are Chosen, the Computer 
draws in all aliies cf the defender which an? m 
ihe systsm. If any of thess rill es are not hnstilc 
to the 3tt?ck6' and the ettacker is not hostife 
to them. the attacker wftfidraws rather then 
fightirg. After- the defender's aliies flaue Pbee- 
brougdr ir., all of tbe anackEr's SEIies :n the 
which sre hcsrilG rc all of iht defenders 
irs crojght in. 

11.1.2 Ketreat Optio ns 

Eacb ployer in tum is given the Option of 
examining his or Iw task fort es the snemy 
*leeiL and targetable planets. White oxamining 
the rask force, the player may also juin bgc spiit 
the tdsk force. I: the combat is in its secood 





round (Le. the ships bave shüt at each einer 
or.re durfng rhis engagemait}, the player has 
the Option of witixfra wring alE, some er none of 
the task fernes from ccm tat 

To exam:ne 3 friertdly task force. simpiy 
type F. Tne Computer asks wllich task force 
and pr.nts theTask Forte Display,just as it coes- 
düring ocher phaseü. Witib The Task Farce 
Display sfiowi. ttie pisyer nay join and spür 
task forres normaläy. with the adesd nestrietfon 
Chat ships may be transferred crily tu other task 
forces inveu-ed in ehe combat. 

To look at tue enemy fleet type 'E". The 
Computer shews. the number of shi ps of each. 
d3SS the compurer player has, ar.d an apprax- 
imation of the average weapons rating of the 
enemy fieet 

Tg sec- any plan cts owned by the defenrtng 
player;. if any. type T. IndEpendent worldsane 
not shown as no player owns these wortds, 

To witihdraw all your task fernes from the 
Engagement type'Ä. If there are no erierny eft 
in the System. then your task fort es will rermain 
in the System. To wrthdraw a task forte from 
CCffibat. typt T, The ccm putar asks wäl ich task 
forte to withdraw, Type the number of the 
desired mak force and <CR> Tnis actior is 
fixmem.ely useful when Combines with Splitting 
and joinrng if you wish to removE tfamaged 
ships frurn the Fight during an engagement 
11.1.3 Combat Optrons 
In this secnen, thE mies refei to a tactical 
drse-dvantage. Tnis taccical disadvantage iS a 
25% decrease in rna affected pla^r'sfirepcwer. 
After lookimg over your force;. he Computer 
pctMdEsyou withoptiais based on thesituatrcTL 
Tne Combat üptscris sre alvvay; Chosen by the 
Controlling player in an älltanCe (that iS the 
player who -as listsd first wh.En thE Computer 
anmunced the combat- ff you are fighting an 
enemy fleet, you will either be fighting nssr e 
planet o." far away from ä planet.the engage- 
ment is near a planst, the defenders will receive 
the beretlt of the claret's SDFs. Each SDFhas 
a 16 M5[MissileSystem Rating) whensupport- 
ina ä ctefending fest, ff the Engagement is far 
from the planet, Che defending ships are on 
their omvn. 

It there are no targetable planets, ttie 
engagDment will autamatically be far from a 
planet :you canT use die defemses of a planet 
norytjur q-wn). If there are one ortwü tangefcable 
planets. the- attacking player may choose to 
atiack a planet (the player designatEs the 
tauget) er may engage ehe enemy. Chonsing rn 
altack a plciiet is dedaring a hrt and ruh räid. 
The pLByer recklessly drives on TTtG planEE. fines 
oll lang range weaponsand ieaves the system. 
Tn& dereudfir may chcose to defend a planet 
(■Sie player designates which} or engage the 

Enerriy. 

if the attacker and defaader both choose 
to E.ngagE. the ccm bat coturs in oeep Space, far 
from £ny plianch Any tme the bettle is indeep 
spece. edch player has che opticm of targering 
any enamy Transports, ff the Option is rhesen. 
the player s task fcores üghc& at z tactirai 
disadvantage. Put Shorts at enemy tmflsports 
ei well £5 Enemy wanships. 

If ins attseksr cbcosEs joenacka planat 
and the defender sither en^ged the- enEmy or 
defended the targeted planet, a rcunrf of 
ccrr.bETLs betweers theattackersand defehders. 


with thE attackDis havmg a tattical dLS- 
ad van tag e. At the find of t.he combat ra und. any 
survivirig ettackers 'will bomb the planet des- 
troying industry. rrlnes, agriculture. errnits onc 
pcpulatian. The amount dastruyed ls Pased cn 
the stmngrh of the atcackers. Enercy wEapons 
are not effektive in bombing a planet missiles 
ere partie Hy effective. and planetary bomband- 
ment3 are fully affective. After bombing the 
planc-T; the attacking task forcas must wich- 
drgw. Tnis means the nnly way to captune a 
planet when th? enemy is present is ta er.gage 
tr.E Etemy anddestrüy thern or ferne chsm to 
withdraw. 

Ff the Attacker chooscs to attack □ planet 
ar.d tlie sefefider is protectirg a dinerenr 
pianEi, che atmeker fichts the planet's SD Fs 
end any suEvivwi bomb the pJar.Et. After the 
attacker bombs a planet, the attseking task 
fortes irfiriiediately withdraw. 

11.2 SHIP TO PLANET COMBAT 

Any time e ship to ship engagement is fcught 
and the defender wirbdraws. :be altacker has 
ttie Option of attackirg the defender's plahsts in 
ihc intern. Ir. Eicher the First Combat Pliase or 
The Setonc Comoat Phase, after all shic tn sh;p 
combat is ever. players in 3 System containing 
enemy planets or uon-aliied insepandent worlds 
haue the cpcicn cf ariackinq these planet. A 
player has The Option tc a track only otn e anaex 
smength of the Fest is at least sixteen. This is 
prcvided so a player will rtüt kriüw wheiner an 
enemy sccut is sitting avsr an independent 
wond. 

11.2.1 Retreat Options 

^he sbilicies to muiKu rearmngc rask fctces, 
etc. are the same düring ship to planet combEt 
as with shrp to ship combat, with the foliowing 
exerepiicrs: 

A player is never required id attack a 
plane c: he er sh e m ay bresk orf snrioo bc-fcto the 
first io und of combat 

Tn.ure 15 nu enemy fieet tu look at. sc there 
:S no nptien to look at the eremy. 

11.2.2 Combat Optians 

Tn 9 cembrt Option is chcsen by thE conzroilirg 
player in an alliarco is. th? piaysr wha was 
iisted First when the Computer nr.nouncsd the 
combat). The options availaWe an ba^d on 
whEtfisr or not there are defense bases on 
:h.c tanger plar&t. 

ff there are dc-fenss bases iSDFs and PDFs) 
'he Computerasxs, '{A)RMV ATTAGL (RLEET 
AND mW ATTACK ATTACK THE PLANETS 
D)EFEN S5S. ( 6 ) OM 6 EXTRA (NON-MI LfFARY) 
TARGETS OR (GJARRIS'DN?'. 

To elimihcte the defense bases, type 'D\ 
The Computer asks e'you wis^t to attacK :nonn 
spnee or atmosphene. [f ehe ficht taaks place in 
speee. t ne PD F; ers not involved in the ccmbac. 
-unter, t'ie at:acker'& PR and MS weapons. as 
well aa the defending SDFs, are at reduc^l 
strength, whiletJie attacker's EN weapens 
ncc usehil st all. If the fight takes place in the 
planer 5 anricsph.eie. all weäpons and bases 
ccmtribute to combat 

To h-nrnb arh.er isrgets, such, as ind ustry. as 
you are atxeckirig the planetA defenses, type '3'. 
Th is places your shi ps a t a taetta I disadvaritaga. 

If you decide yroc dou't iwant tc attackthe 
worlo öfter all, type rhe fight enrfs.jüst as ff 
you !~ad A' ddfinc the reuest optioni 


Tb capture a worin, it is usuafly best io 
elimar.ate the enemy defense bases first- How- 
ever. ifyou wish tocapbure the wb'ld with the 
defense bases, intacrao Uiacyou may use thein, 
type 'F. Your fieet Enters the atmcsph.Era. 
ignering the enemy defense hases. Tne dBandmg 
defense bases gratefijlly Wowas many attackirg 
sblpa out of the skies as they tan. Survivirg 
transports gcload any anmies they are cartyirg 
and sunAving warships stop scraer.iiig your 
Transports long enough to atiack oppnsing 
anmiaa. Tr.E defending bases also de tlwir best 
ro osstroy The attsrkirg armiea. 

if you type F. the Computer in ttie next 
combac round tboughtfully allows you to 
abandonyouramies wfiti the‘( A)RMY ATTACK' 
Option, Ifyou type 'F. your fieet again gaes into 
the atmesphere to support your arrniEs. If. as ia 
moit probable, you sind ’hh tyou r fleet is heavify 
battered and you co not wish to risk them 
agein, you msy type' A'. Ydut armies then figuht 
ehe enemy anmies while the Enemy defense 
bases agsin sopporr the valent cEfendera. 

At the ertl of a combar mund. if thEre ere 
no enemy armies left on tiie planet, the planer is 
rons:dered cepturBd: thetatils is Over, On the 
Qtherhar>i, if rhEreane noattacking amnies left, 
theassault has fceen suocessfuEly fought off; and 
the attacker is Jett to tigere out whar to 
do nc-xt 

If thene sre no esfeeso tsres at the Start of 
a combat round, Hie Computer asks. '[BjOMB, 
(P)URGE, (ClAPTURE THE PLANET. OR 
[G)ARFÜS0N7\ 5irce tiie planet is unable to 
defend itself, all thesc actions are wlthout nsk 
tb your SflipS- tf you dgn't wish to arrack the 
plarset, type 'C, 

To tut back on the planet's amiies befere 
attemptirg tocapturE ittype'9'. Uriforttinately. 
This also csstrays aome cf the rniJustry. mlnes. 
arid populatior tJ»t 3re attempiind tc 
capture. 

To cagtu^ thE planet, type 'C. Your fleers 
ahö armiss atiack rhe rlaner,jusr as ifyou “ad 
typed 'F when thers weredefense bases, ln ttiis 
ca sc., hewever. thereare ro defense bases; and 
your fi cot and arTr.ies keep attackirig untii thsre 
are nq ftlendly anmiEs er tbene äie no enemy 
armes left on the planen 

Finstly. if you do not weint anyone to baue 
theplanei. type 'P'- Punging a planst c-limii n ates 
all tja-res of I ife on tne p iener without d.aturbing 
the Environment in fact. tne worid betornes 
just the aarre as any etter uixlairned. un- 
developed wotid. 

11.3 CUERtLLA CÜMBAT 

After a planet is captured. s number cf tuerillas 
eg Lai to the planets AG appeär on the planet, 
These guerillas deatroy ind ustry and miries 
duling the Trohe Phase, and fight yngr armiesat 
the end of the First end Secora Combat Phases. 
Fürthen untii the last guerilie is desmoyed you 
are >j nable to build annies or the world It isnot 
tnjty yDLrs. 

Fighting guerillas is aomewhat diHicult 
and fleet suppere does noc help. Each gueriifa 
attacksan amny witha ttanceof destrpyirig 

it At the same tirne, each army attacks a 
•guerilla with a25% chrtice cf destroying it arid 
3 12% Chance of destreying a POP point. 

If at ehe end o: a Combat Phase Ifiere are 
no guenllas left cn the planet me planet is 



CünsidePKä che 3tl3Cklng player's ju$t as rnuch 
as if he or she wers the original owner. If-at the 
en 1 of any combat phase tihöie are no armies on 
tbe planet bur ük-te are gueriläas; the planet * 
considemd mcapturcd and. belangs to the 
Otginal pteyer. If af the end cf the Trade Phase, 
there are still guerilles on the planet: the 
guenl la forte wil I ittruit back to the p: anet‘5 AG, 

12.0 SEQUENCE OF PLAY 
IN A TURN 

t Computer Artion 

Computer carries out each player's trade in 
ttie Trade Ptiase. 

IL Player Action 

Each player in tum moves through. rh.e 
fcliowing; 

Ecntrol Adjustment Phase 
Map Display 
Dect^on/Acriorj 

Production Phi-se 
Map Display 
De risian/Action 

III. Human Player Action 

Negotiation Phase 
Diplomatie Stance Table Display 
Dsdsion/Action 

IV. Computer and Human Player Action 
Computer rarries out neootiaiions for 

independent wcrtds 
Ftesulrs Displaytd 
Post Negotiation Combat Phase 
Computer detenmines 'Miere combat con- 
dittönsexist and players exetuta combat 
Results Displayed 
Opportunity to Save Game 

V. Human Player Acticn 

Each player in tum moves thruugh the 
follcwing: 

First Movement Phase 
Map Display 
Deäsäori/Acdon 

VL Computer and Human Player Action 
First Combat Phase 
Results Displayed 
Opportuiity to Save Game 
V11 Repeat of V- and VL for Second Movemertt 
and Second Combat Phases 

13.0 ASSORTED RULES 

13.1 Any planet which ft-aa na POP on it 
imrnediately loses any agricuiture. armies 
and guerillas. The owner loses ownership 
and the first player to laitd any coJonists 
c!aims the planet aiong with its mines 
and industry. 

13.2 TasK forres which have been in 
transit for one movement phase may 
not be given any Orders until they arrive 
at their destination. 

13.3 At the end of each combat phase. 
you have the Chance to save the game, 
When the Computer asks if you wish to 
save the game. type Y- The save game 
program loads. Fol low the instrurtions 


on the screen to save the game, Yau can 
retum to the game after saving it, 

13,4 A ship with a movement of one or 
more adds its tech Level to its speed. A 
ship with a spead of ?jero is always speea 
lero. 

14,0 VICTORY CONDITION 

Imperium Galartum lasts through as many 
tums asyou wish- VVnen all prayersagree to end 
the game. eurer the save game prooram (by 
typ:ng Y at the conclusion of ehe combat 
phase) and type '£', The Computer aste for a 
ccnfirmation. Type Y {Yes) tc tonfirm. The 
Computer catojlarss ehe total pcpuladon for 
each player. Independent worlds and worlds 
with guerlllas provide no viettwy points to any 
player. Oth&r,VLSe. each point Of FGP is würth 
□ne victaiy point 

After ttie vfctory poznt tctals and the 
winner have teen displayed. xiie Computer sets 
a II piayers to human and a llaw you to ratum to 
th£ gamE. Tbis will alldw yOU tfi lOOK at the 
opposing plsyiers' fleets and planets, 

15.0 PLAYER NOTES 

The follDwIng prindples and techniqpes were 
found to be successful dunny play testuig. Ifyüu 
wish to lc-am these ftom yccr ev.n experience, 
you may cease reading and suan die game. 

The optim um n um ber of mines oo a c Isnet 
Isappmuimatelythie resoume level minus five. 

We füund it best to provide escorr vessels 
to scjEen ;/cur large stups, TTiis is especiaily true 
wtisn attacking planers., where PDFs tan 
seriouslydamage [if not deitrpylyourioughest 
ships. 

As your tech leve] increases. occaslonally 
withdraw all ships of eng clags to your home 
wdrid and plsre tbem on repatr. TTiis allowsyou 
tc re'.nsE the dass and tade die speed you Have 
geined through tech ibr more anriaments and 
deferises, 

As warsfiips get berow an EFF of flfl, send 
tnem hame für repair, Low EFF ships ere easier 
tc damage ar.d do not du as inuch damage as 
intact sblps. 

Never iet a heavily camag&d sbip fight 
Ir.stead of throwing it away white it can't öght 
weit, withdraw it from the combat and let it 
repair and fight anothev day. Remernber, re- 
pairing a ship dees ncc cost LÜs, wtiiiE PulldLn^ 
one does. This hoids tnje especially for lange 
ships. 

When attacking a planet attack in the 
atmospheriL De net artack a planet untl you 
have a ratto of at least 3: Z of wa^hi ps qf various 
sizes tc defense bases. 

Don't invade e world unless you ha'.'s at 
lease a 5:Z ratio of annies to ths planet'S AG 
level. Tbis ratio is adusted upward er down- 
wand ai-ght'ly for the number cf armies die 
opposihg player has. If you are invading whlls 
they stll hav? defense Päses, count each defense 
base as an additjünal AG point. 

The best way to coiDnizE a planet is to 
send one oolonist down to the wwld na Claim io 
Düring the Mowing production phase. byy all 
the Ad mines and Industry that your waittng 


colonists can werk Theti land the remaining 
colonats in the follo'.vmg mövement phese, 
Remtimber tc make sune yau havE Surplus fond 
and a trader ta k&ap that f.rst calonisn; alive. 
On täietum BEFÜREyou Load your uansports, 
set tne papulation control N - 1 points higher 
than it currer.tty is, where N = the number of 
coloni5ts you plan to tead. Next production 
phase the popularicn ircrEases tc that leval 
[Populahon increasecormes AFTER starvation). 
ln the Control Adjißtment Rhase of thg tum 
you load the transpörts leset you" popu'atior- 
oontml io its farmer level! minus one. Thzs 
insures that there is one surplus- food. ln ttie 
fallowing movement phase load your trans- 
portc and be Off. in this way yau läse nnly one 
POP from your werk force. When you buy for 
the rc-ewty cclcnized planet, msuro that there 
Is eoough AG for the pcpulaoon and ermugh 
left wer fqr the populatian to grow. When the 
COlOfty has enough AG to feed Its POP, restore 
the POP CNTRL of the original worfd to its 
stamng level. 
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- Capital System 


PLAYER SYMBOLS 


10 COST TABLE 


MINIMUM 

ITEM 10 COST MIL [Q COST ACTIVE LND MAX VALUE 


PLAYER N 
Task Force 


PLAYER *3 T 
Task Force 



FLAYER "2 
Task Force 


PLAYER *4 
Task Force 


CURSOR MOVEMENT 
CONTROLS 

l 



ECONOMIC NOTES 


Small Ship 

5 

5 

30 

Total n um tief of 

Medium Ship 

T2 

32 

24 

warahips may not 

Large Shsp 

35 

35 

70 

exceed 255 

Transport: 

5 

5 

10 

255 per rasK force 

Trader 

2 

2 

4 

Ko limir 

SDF 

3 

3 

6 

30 

PDF 

3 

3 

6 

30 

Arrny 

1 

1 

2 

255 

Tech Level 

350 

0 

0 

7 

Industry 

S 

0 

0 

ICO 

Mine 

5 

0 

0 

RSRC 

Agriculture 

2 

0 

0 

ENVT-50 

Environment 

10 

0 

0 

100; can't be buill 


unrtl Tech = 4 


SHIP DESIGN TABLE 


MISSION ASSIGNMENT 


□ Eacii AG makes 4 POOL” sne neecs Vz POP 
C Eacii MINE makes 3 Ü REand needs Vz POP 

Q Each INC makes 3 (Os and Z Mil LQü and 
neecs 1 OBE and iVfe POP 



STRATEGIC SIMULATiOrtS INC 



SMALL 

MEDIUM 

LARGE 

MISSION CODE 


SHIP 

SHIP 

SH LP 

GARRISON 

G 

DESIGN PTS. 

16 

32 

64 

F€PAIR* 

R 

P3 

1 

1 

1 

PATROL 

P 

EN 

1 

1 

1 

COMMERCE RAID 

C 

MS 

1 

1 

1 

EMBARGO 

E 

EV* 

1 

2 

4 

■VjövE 

M 

AR 

1 

1 

1 

WITHDRAW 

w 

AM 

1 

1 

1 



SPD 

1 

2 

4 

+ May only be given during first movement 





in System wirti friendly 

gr alEied tnde- 

* Minimum E 

V ('.viiich i5 freei is 4, 2, and 

pendent industrial wurid 


l EV forsmalL rr.=d i urn. ard large shlps. 
respectiwety. 































































































































